1/9 




FIGURE 1A 



2/9 




FIGURE 1B 




Figure 2 



LU >- 










o 

col 


CT Q 





CO 

LU 

or 

ID 

S2 

Li. 




2 

< 



o 



lu cr 




H LU 






o| 


is 




uu cr 


Cr CL 





_l 




< 




LU 




fc > 


O 


O cr 


o 

CO 


2 LU 


o w 




cr 




Q_ 






5/9 



(^CTART^) 



UPDATE CHANGES TO GRAPHICAL COMPONENTS 



400 



ADD CRITICAL 
INFO? 
410. 

N 



UPDATE CHANGES TO 
GRAPHICAL COMPONENTS 
WITH CRITICAL INFO 42 0 



I 



DRAW UPDATES TO FRAME BUFFER 



430 




COPY FRAME BUFFER TO 

ANOTHER MEMORY LOCATION 

450 




N 



WAIT FOR THE VIDEO OUTPUT DEVICE TO DISPLAY FRAME 

BUFFER 470 



FIGURE 4 



6/9 




START 




CAPTURE FRAME BUFFER 

♦ 



500 



CAPTURE CRITICAL GAME DATA 



510 




REDUCE COLORS 



530 



APPLY COMPRESSION 
ALGORITHM 



550 



APPLY ENCRYPTION 
ALGORITHM 



570 



GENERATE SIGNATURE 






580 




APPEND SIGNATURE TO DATA 






590 



MEMORY \N 
AVAILABLE? ^ 
^\^592 ^^^ 


REMOVE OLDEST HISTORY 
DATA 

594 


Jy 




STORE DATA TO NV-MEMORY 

596 




FIGURE 5 



7/9 




START 




ENGAGE HISTORY MODE 
I 



600 



RETRIEVE GAME FROM HISTORY DATABASE 



610 




DECRYPT DATA 



630 



UNCOMPRESS DATA 



650 



EXPAND COLORS 



670 



CALCULATE SIGNATURE 



680 




DISPLAY ERROR MESSAGE 

694 



DISPLAY HISTORY FRAME 

3~ 



696 




END 




FIGURE 6 



9/9 



^ START ^ 



1 




CLIENT CONNECTS WITH HOST 

802 






CAPTURE GAME PRESENTATION 
FRAME 

804 






GENERATE GAME HISTORY FRAME 

806 






STORE GAME HISTORY FRAME 

808 






HOST CAPTURES SECOND GAME 
PRESENTATION FRAME 

810 






HOST GENERATES SECOND GAME 
HISTORY FRAME 

812 




r 


FRAMES RENDERED FOR 
COMPARISON 

814 


1 


r 



FIGURE 8 



END 



